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ABSTRAK 
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Penelitian ini bertujuan untuk: 1) mengetahui kelayakan media permainan 
kartu gambar pada pembelajaran tematik-integratif dengan tehnik make a match, 
dan 2) mengetahui efektifitas media permainan kartu gambar pada pembelajaran 
tematik-integratif dengan tehnik make a match untuk peserta didik kelas 1 SD 
Negeri Percobaan 3 Pakem. 
 Jenis penelitian ini adalah penelitian dan pengembangan atau Research 
and Developement (R & D). Pengembangan dilakukan mengacu pada model 
pengembangan Dick & Carey yang melalui 9 tahapan. Tahapan tersebut meliputi 
Identify Instructional Goals, Conduct Instructional Analysis, Analyze Learners 
and Context, Write Peformance Objectives, Develop Assessment Instruments, 
Develop Instructional Strategy, Develop and Select Instructional Materials, 
Design and Conduct Formative Evaluation of Instructional, Revise Instruction. 
Validasi produk melibatkan 1 dosen ahli media, 1 dosen ahli materi, 2 prakatisi 
dan 2 teman sejawat. Subyek uji coba penelitian adalah peserta didik kelas 1 SD N 
Percobaan 3 Pakem tahun ajaran 2013/2014 yang terdiri dari 9 orang peserta didik 
kelas IB pada uji coba kelompok kecil dan 29 orang peserta didik kelas 1A pada 
uji coba kelompok besar. Instrumen yang digunakan adalah pedoman wawancara, 
lembar penilaian kelayakan media pemainan kartu gambar, dan lembar observasi. 
Teknik pengumpulan data yang digunakan adalah teknik wawancara, penilaian 
produk, dan observasi. Teknik analisis data menggunakan analisis deskriptif, uji 
paired simple t test untuk keefektifan dan menggunakan konversi skor menjadi 
data kualitatif untuk kepraktisan.   
 Hasil uji coba satu-satu dari penilaian ahli, paktisi dan teman sejawat 
menunjukkan media permainan kartu gambar dengan teknik make a match pada 
pembelajaran tematik-integratif layak digunakan dengan kriteria “Sangat Baik”. 
Uji coba kelompok kecil hasilnya adalah mendapat respon yang positif dengan 
kriteria “Baik”. Uji coba kelompok besar diuji keefektifan dan kepraktisan 
penggunaan produk.  Keefektifan ditinjau dari hasil belajar peserta didik 
menunjukkan ada perbedaan rata-rata 81,41 menjadi 85,12. Ada peningkatan hasil 
belajar peserta didik yang ditunjukkan dengan nilai sigifikansi sebesar 0,001 
dengan taraf signifikansi 0,005. Kepraktisan penggunaan media ditinjau dari hasil 
observasi guru diperoleh prosentase 95% dan hasil observasi peseta didik 
diperoleh 88,75% dengan masing-masing kriteria kepraktisan sama yaitu “Sangat 
Praktis”.  
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ABSTRACT 
ASIH MARDATI:  Development picture card game media of thematic-
integrative learning with make a match tehnique for first grade Sekolah Dasar 
Negeri Percobaan 3 Pakem. Thesis. Yogyakarta: Graduate School, Yogyakarta 
State University, 2014. 
  
This study aims to: 1) determine the feasibility of picture card game media 
to the thematic-integrative on learning with a make a match techniques, and 2) 
determine the effectiveness of picture card game media to the thematic-integrative 
learning with a make a match techniques for students class 1 Primary School 
Percobaan 3 Pakem. 
Type of this research is the research and development or research and 
development (R & D). Development is done referring to Dick & Carey model of 
development through 9 stages. Stages include Identify Instructional Goals, 
Conduct Instructional Analysis, Analyze Learners and Context, Write 
Performance Objectives, Develop Assessment Instruments, Develop Instructional 
Strategy, Develop and Select Instructional Materials, Design and Conduct 
Formative Evaluation of Instructional, and Revise Instruction. Validation products 
involves 1 media expert lecturer, 1 lecturer matter experts, 2 practitioners, and 2 
colleagues. Subjects research trial was students class 1 Primary School Percobaan 
3 Pakem 2013/2014 school year consisting of 9 students from class 1B on a small 
group test and 29 students in the class 1A on a large group test. The instruments 
used are the interview guide, feasibility assessment sheet picture card game 
media, and observation sheets. Data collection techniques used are interview 
techniques, product assessment, and observation. Techniques of data analysis 
using descriptive analysis, paired samples t test for the effectiveness and use of 
the score conversion to the qualitative data for practicality. 
The results of one to one trial from experts, practitioners, and colleagues 
showed picture card game media with make a match on techniques of make 
thematic-integrative learning fit for use with “excellent category”. Small group 
trial get positive respond as “good criteria”. Big group trial tested effectiveness 
and product-used practicality. Effectiveness in terms result of student study 
showed different mean 81,41 become 85,12.  Any increased result of student 
study showed significance value 0,001 with taraf significance 0,005.   Practicality 
of media-used showed from teacher observation results obtained percentage of 
95% and the observation of the students obtained 88.75%, respectively with the 
same practicality criteria, namely "Highly Practical". 
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